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ST L.IEVIEL. 
1 Finish the steelwork. 
(CT g-lomdat-me]igelciase-lare! 
fill the holes in the fram- 
fate mm Balslame(-imcal-manvZ-1! 
fo[Ulam-talomanZ-ymcal-maley iy 
feliqe (secu alien elt-leroe 


rNfolatem iarsm\ceW An elem mcclals 
tome} e-loy- 1] maat=m ele) alels 
items you can get to. 
They're worth points. 


NiUlanlelialemelam-lanvare\cc) 

fo} aicomsal-Bsjo)a late] exer-lcem\ a1] 
VLU] MVCOlUM COM dal=Malsy4t 

la}te] al=ssimni (ele) al mi celanmialen 
io) ommZolUmer-la ms) e)a late] eley-1ae| 
to the ground floor. You 
for-lale-¥isvoes at-Valel smi Lele) ecu oa 


BOHUS ‘82688 SCORE:88878 HI-SCORE:e9ee8 
a 





Seqe-lanle)iiaremelon-lare ele) 7a) 
idal=Mevat-l[alswme) ml o’male fale} 
the elevator. From the 
ico} eel |gel-)mvel0mer-lamalale) 
datom ol=)|mconolaiale mals) 
\(=W ee 1ke) mul ome (oll m=lal=lanl(=ss) 
are OSHA, the Vandals, 
gravity and time. The 
(o[Ul(el <olmvZelUmilalisiamuar= 
steelwork, the higher | 
NY(olUl mole) alelsmele) iat ii mel=m 





A Word of Advice—First 
level isn’t easy. In fact, it 
(or-la elm ola=vanvaerar-lit=yaleliare) 
the first few times you 


play it. So use your wits. 


Check out the patterns 
of the stuff that can wipe 
Wo] Uol0] om [ava con el=Mere)als 
servative at first. Soeed 
will come with skill. 


NID LIEVIEL. 

(@fo) | (=Yo1m-1 maatom cele) | 
y__ Hole) <-\- Domi alice) 
s[Uraalediareme)amuarsmexe) ancy Ze) 4 
ldavolamcomal-melicelslmiat-1as 
olamial=malelicie 


a Mlaat=mcelel an ist-locsmelancom tars 
Uje) el=) miele) gsner-lasviel i harlale| 
get all the bonus items 
NV(olUmor-t amd ali{=m elem a=mere) 
K=Youd} elem sal=m vole) mele>.<-icn 


BOHUS :84688 ae HI-SCORE :B8465 
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Finish the level by timing 
NolU] ma (e(=m0) oni atsmre)enilele)s 
conveyor so the big 
raarelelalsi MU limellel.@ ele me) op 





ae ) RID LIEVIELS 

Here your mission 
heal sa oke[-v8-lale) (eRe) 
all the steel blocks and 
olge)omtarslanmmdalgelele)ament=) 
holes in the girders, into 
the rivet machine. 


The twin springboards at 
ivarsmevelacelanm Uli marsii ome. 
to cross the abyss. 


BOHUS :84888 SCORE ‘68288 HI-SCORE :ee46s 
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Beware of the port-a- 
foxe)a dem mole) aolu) mie) miar=) 

o> qolelsioromAlaialemalct-lmcals) 
(ore) a\V{=\\A0) i oX=) | om Dlela mm rel 
Tavcom tarsw ans) mant(elallarssoe 


PW rele i=l) miatstsiomdalialerse-lale! 
WoLU MII Mer-llamsvalite|aicsiars 
raareyaim-taremiarsme)e)ereatelaliavg 
to be Construction King- 
ro)iamlamsat=Kelast-lmanle1ice) eve) is 
of the future. 


~ You'll also gain the 


Toyo) oxo) a ill alinvaenelene) ace) 
==) SNA OM [=\Vic] Rom Vale | 
level 6. After that, the 
sky's the limit. 


Now put ih alame(st-lar-lare| 
get to work. © 


























TEE? CAMIE FROM SAN DIEGO 


Matt Meets Mike; 
Mike Meets Mack. 


Mike: We met in Physics 
class. In High School. 
In San Diego. 


| Fs em @lalelfarcli Wamarcle| 
Sale aM Vil come lelelu imi alesis) 
other ideas. And he'd say, 

“Wow, this is great!” And 
al=Ko More) neloW oy-(eL.q@lalsmal=y.4i 
fo fe \War-l ale Mst- N/m A omer] am mele) 
i} em atmo) e-to)av(ercm | mlexe) 4 
oy-(o Mam at=talu nce) (om alia} 
about Mack. 


Mike: Yeah. 


“(MA)2” 
Mike and Matt are pretty 
fol=iifelaiczromo)vmialomic(oumiar-imealcyig 
initials match. In fact they 
briefly considered using the 
mnemonic ‘(MA)2” as a sort of 
nom-de-plume. Cooler heads 
prevailed, though. And just 
so there's no confusion, we want 
you to know that’s Mike on the 
left of the photo. Which means 
Matt's on the right. 


But Our Story Really 
Begins in Utah. 


Matt: | was building this 
KoXemor-le)iam tet mcielananrs)auia 
a place called Teasdale, 
Ohe-lamu ime [=vicm olacyanva elelaiare 
(elu) mial=la> mm COLUM Zela.ar-ll| 
(ol-Warclale M[Uisime(oncon el=Yonr-ti 
alle] al mmetone) ao Mel-\Wal my Ce1s) 
(o}amce) okey talisecver- late) (el late p 
about forty feet up, and 

| looked down. Whoa, | 
thought. This would make 
a pretty crazy game, to 
iate\Wicw MeO hau lalaliare) 
Elaelelalome) ol als\a-mm Mal=yal 
later, this guy | was work- 
ing with said, “We're sure 
lucky we don't have any 
(Oks) a UAW I als} ox=\e1tel acer laele are 
here: And that stuck in 
aanmanliaren 


The Real Truth About 
Physics. 


Matt: So in Physics that 
day... 


Mike: You showed me 
idarcimeyloiielacm 


Matt: | drew the whole 
level out. | showed it to 
Mike and he jumped on 
it. He said it was great, 
but it needed more levels. 


Mike: |t had to be good. 


Matt: The next day | 
(olg=\wvmle\ cl manenel0lalare) 
yNants\der-lamere)icldalanlsiale 
iMar-\o McCoo le-\Wal=\{=)msalaate) 
VVULVamaanacsvamarclaren-vicclal| 
broke my right arm play- 
ing football. After that, 
Mike said we were ready 
to go. So we'd work on it. 
I'd go over to Mike's 
house and we'd work on 
a particular phase, some- 
lantesouclimalrelaieme level mis 
was done. 


Mike: | put in the vectors 
Vale mel gc\Ainvam COLON @ale)) al Mal) 
way Mack accelerates 
VValolamalsmicli cme mile [el acye| 
maybe we owed some- 
1valiatecemele| ae) aNzsy iors 
teacher. 


A Discussion with 
Gandhi. 


(Ed. Note—As part of our 
ongoing effort to elevate 
the artistic and socio- 
logical aspects of per- 
sonal computer software. 
Electronic Arts arranged 
for Mike and Matt to meet 
with Mahatma Gandhi.) 


Cer Titel: Hm malicmiomasteli hyarel 
non-violent game, yes? 
Mike: | wouldn't say that. 
Gandhi: | mean to say, 
NV FeXel em ale miom ll coms mers arelelan 
He doesn't really die 
ifliliaremolamuat-imelelicollarep 
Matt: Oh yes he does. 
Gandhi: But then he is 
icclialerslaaredicte 

Mike: That's a different 
guy. - 

Matt: That’s one of his 
fo(=Yaldier-imelge)ial=lacn 

CF Titel i] Peevem iV tslel.q@ell=toia 
Mike: Lots of times. 
Gandhi: Ah. 


ht tf tt te te te ttt fe he he he he he 
SCORING 


b(olU] a ole) alton al ant=mel (ole! Pick up girder 10 pts. 
starts off with 5000 miiaremetsii ie Lo +) 
roXe) 11 welale RerolUl al ime (oi a 0 mEexome | igelslar+o8 +) eo 
SYomiaiomicloits) mele milalcial alot a0] oh cole) Mole). @+- 0 +) <e 
a level, the more points male], @0] ORS1(==) me) (elel a+ 0 +) om 
WolUM | els) a 1D) co) oesi¢=1>) mo) (elel.a ale) 
‘ aWAcvaaareevalialew’ +8 +) 
Every 7000 sic Rivet girder 50 pts. 
se EIR OS eS 5 md(el@lb] on oe) alUlsme)e)(s\ea’4° 10h +) am 


Programmer Michael Abbot Game Design Matthew Alexander Package Design Rich Silverstein 
Linernotes Andy Berlin Photography Charlie Franklin Producer Pat Marriott 


Hard Hat Mack is a registered trademark of Electronic Arts. Package Design © Copyright 1983 Electronic Arts 
Software © Copyright 1983 Michael Abbot. Simultaneously published in Canada and the U.S.A. 
Screen photos represent Apple II version only. Other versions may vary. 
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\ Il you have to do is finish the building. Sound easy? Then you’re forgetting 
A about certain government regulations, the neighborhood punks, and the 

fact that falling bodies (including your own) accelerate at the rate of 32 feet per 
second/per second. It’s a tough life, maybe. But it makes your beer taste better. 


THHE CAST 


LV 





ae in Te 


ie 





. ark { 
Na NOUN VANDALS CSIIA 

~ PW ote) at-Mile(em (e)asaiare) Extremely unpleasant. Crew-cut, clip-board and tA j 
| Class Hero. Puts John Wi ar-\vamcalial@n cele aoe) ele) ts absolutely no sense of 

Henry to shame. Reads Taremdar=limarsiielalexelaareyeer ale lanrolen MiNalarep elaele)me)mials) 

Eric Hoffer. Fueled by © They say things about banality of evil. The ( 
cupcakes and an unshak- your mother. They have government sends a 4 

able belief in the work no sense of the value of generous supply of these ’ 
lislion life, especially yours. o[UN Asm (eel (om YOO Mal ie) 

(ole) I hValelan 


THHE SITE 


BONUS :64688 SCORE :68686 HI-SCORE :68465 iS +3 
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ELECTRONIC ARTS ™ 


ai 


About Our Company: We're an association of electronic artists who share a common goal. We want to fulfill the potential of personal computing. 
That's a tall order But with enough imagination and enthusiasm we think there's a good chance for success. Our products, like this game, are 
evidence of our intent. If you'd like to get involved, please write us at: Electronic Arts, 2755 Campus Drive, San Mateo, CA 94403. 


LYV OINOUL 


Electronic Arts provides a limited ninety day warranty on the recording media. See limited warranty statement enclosed. The warranty does not apply to the software programs themselves, which are provided AS IS 
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